THE DEFENDER 
OF WORLDS! 



console lo ON. Pull Ihc release 

cartridge door. (Whenever you 
do this, the computer auto- 
matically turns itself off.) 
Insert the DEFENDER game cai 
tridge in the cartridge slot (the 
left cartridge slot in the ATARI 
800'" Home Computer) with th( 
label facing you. Press down 
cartfully and firmly. Close th( 
cartridge door and the compi 
turns on again. 



H 5 ^ 




your planet's defenses could your humanoids and transform- 

sieging '■'•hi 'in the tonlcM mis then strike at van' Backing their 
sinn an alien mmel could ever Landers are Baiters. Swarmers, 

conceive They're kidnapping Bombers and the dread Pods. 

But you have the most advanced 
ship your world has ever 
devised— Defender! 



Defender responds quickly to 
its controls, but may be hard to 
reverse alter prolonged thrust, 

missiles in the direction it's 

lions' SMART* BOMBS°"nd P 
HYPERSPACE SMART BOMBS 

destroy all aliens m sight (earning 
vou points lor every one), but 
you have |ust three Bombs at the 
Marl; vou earn another Bomb for 
each 10.000 points vou score. 
Use Smart Bombs sparingly and 
strategic: illy— It's a good idea to 
keep one in reserve for emergen- 
cies HYPERSPACE temporarily 
sends you into a space warp, but 



reappear. Use Hyperspace spar- 
cost you a Defender life. 
Each of the alien ships has a dif- 
ferent function. 
LANDERS, the fir; 





screen is bracketed in 
of the Scanner, so yo 
what's happening to ; 



•tor with so 
Mich 



j ways of rescuing 
.1 .uiir jii. i.d cither destroy the 
I .iihUt .mil let the human, >td tall 
hack in the plane;, or destroy 
the Lander, catch the falling 

the planer Letting the I 
tall .nth works II it's I. 
to fall safely— you'll h; 




STRATEGY 




SCORING 




■cores appear at the top of the 
screen The score for Player I. or 
a single player, is on the icft. the 
sc.. re for I'l.iyer 1 is on the right. 
How manv lives and Smart 
Bombs Defender has left is 
displayed next to the scores. 
At the end of each of the first 
five waves, you score 100 
bonus points for each surviving 




number of the wave At the end 
of each wave thereafter, you 
score 500 bonus points for each 
surviving humanoid. The wave 
number and the number of 
bonus points appear in the 
center of the screen. Any 
humanoid you're carrying 
returns to the planet. 



